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1960’s and Early 1970’s 

• 1961-1962 SpaceWar! developed at MIT 
using vector graphics on PDP-1 

• Sega releases Periscope: 


- electronic shooting game - first arcade game 























































































1980-1981: Rise 



1982: Clouds ahead 

• Atari sales down 50% — starts to loses $$’s 

- Releases 5200 

- But it still controlled 80% of the market 

- Atari buys rights to ET for $22 Million 

- Produced more PacMan cartridges than systems 

• Activision releases Pitfall 

• ColecoVision gets Donkey Kong 

• Game companies start just for home computers 

- Sierra On-Line, Broderbund, BudgeCo 

• Electronic Arts is formed 









































Failed Competition 












































Console Wars 

1990: 

- Amiga and Atari ST die out 

- PC’s and Consoles are major game platforms 

- Electronic Arts starts to acquire other game publishers 

1991: 

- Nintendo launches Super-NES (16-bit) 

- S3 introduces first single chip graphics accelerator for PC 

1992: 

- PC gaming explodes 




32-bit Wars 




































Playstation 

Launched in U.S., Sept. 1995 
300,000 polygons/sec., 30MIPS processor, 4MB 
RAM, 2MB VRAM 
400 U.S. Titles 

20% penetration in U.S. homes 
Analysis: 

- Multi-platform games look worse on Playstation 

- Playstation-only games look good, but grainy 

- Cheap and lots of them for software developers 













































1999-2001 

• 1999 

- Dreamcast 


• 2000 rQUeSt KCM3 

- Development moves from PC to consoles 

- Playstation II WOUr 

- SIMS sells 2.3 million units ($95M) 

• 2001 ' ml lnexpanslons 

- Gamecube (Nintendo) 

- Xbox (Microsoft) 

re-S.1 


Sega Dreamcast 

Sept. 1999, $299 ($99 -> $49 -> $0), 128 bit 
Hitachi 200 MHz CPU, PowerVR 3D, 16MB 
RAM 

- But faster than a 400MHz Pentium II for 3D 

- 3M polygons/sec 

- Fast CD-ROM loads 



Sony Playstation 2 

• Launched May 4, 2000 in Japan 

- In U.S. on October 26, 2000: $299 

- 90 Million sold world wide by 2005 [2 years < P 

• Hardware 

si] 

1 

- 32MB DRAM- 5 3.2 GB/sec 

- MPEG2 hardware 


- Dual Shock 2 analog controller 

- Chip set will be available for other platforms 

1 

• Software development is tough 







































Nintendo GameCube 

Launch in Japan, Fail 2001 

- U.S. Nov. 2001 

Hardware 

- IBM Gekko processor 405 MHz 

- Geometry Engine 

- Mini-DVD 

- 6-12M polygons/sec (fully textured) 

- 24MB Main memory 

- 16MB A-memory 

Emphasis on easier development 

- High memory bandwidth 3.2 GB/sec 

- Fast frame buffers (5ns.) 




PC 2002 

• Americas Army released as free game 

• SIMS becomes the best-selling PC game 
of all time (March 2002) 



































- Star Wars Galaxies 

• > 275,000 Registered Users 

• Second biggest MMOG, fastest growing 

- WarCraft III, UT 2003, GTA, ports from console 

- Second Life and There.com launch 

• Different approach to MMOG 

- EA grosses $2.5B in 2003 



Games 2005 



9 






































Future? 































